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A very small percentage of individuals may experience epiieptic seizures when exposed 
to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or whiie piaying video games, inciuding games played on the 
PlayStation® garne consoie, may induce an epiieptic seizure in these individuals. Certain 
conditions may induce previously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epiiepsy. If you, or anyone in your family, has an 
epileptic condition, consult yoin physician prior to playing. If you experience any of the 
following symptoms while playing a video game — dizziness, altered vision, eye or 
muscle twitches, loss of awareness, disorientation, any involuntary movement or 
comnlsions — IMMEDTAIELY discontinue use and cdhsull vour physician before 
resuming play. 
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GETTING STARTED 


1. Set up your PlayStation® game console according to the instructions in its 
Instruction Manual. 

2. Make sure the power is OFF before inserting or removing a compact disc. 

3. Insert the Risk® disc and close the disc cover. 

4. Insert game controllers (and Memory Card if you have one). 

5. Turn ON the PlayStation® game console. The introductory sequence will 
begin. To skip this sequence and go directly to the Main menu, press 
the X button. 

Note: It is advised that you do not insert or remove peripherals or memory 
mid^ oni f the poiivr is linni-il on. 

Tile Multi tap must be connected to Controller port 1 tind must not be 
connected to Controller port 2. .-Mso, a controller must be connected to 
Controller port 1-A of the Multi tap. 


RECONFIGURE CONTROLLER 

Ifttu can reconfigure your controller in the Player Select screen by moving the cursor over a 
human player and pressing the To^e menu options buttons (LI and R1 — default buttons.) 
This will take you to the Controller Configuration screen. To toggle through configurations, 
press the left or right directional buttons. To select the option you want, press the X button. 
Note: All buttons referred to in this manual are in-line with the default controller 
configuration setting. 

The LI and R1 buttons are used in the game, to toggle between menu option icons, 
shown in the top left-hand corner of the screen. 


CONTROLLER ANALOG CONTROLLER 


L2 Button 


R2 Button 
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Iiisyic Dice Rules 


lllliinate Dice Rules 
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Attacking player 


No. of battalions attacking 

No. of dice thrown by attacker 

2 

1 

3 

1 or 2 

4 or more 

1,2 or 3 


You can therefore decide to throw less than the maximum number of dice permitted in 
an attack, but you can never throw more dice than you have battalions. 

Defending Player 



The number of dice thrown by the dSending player is dependent on the number of 
battalions in the territory that is under attack. ;i 

|{.\l ri.liSEQlJENCr 

All dice are ohenroDed and the highest valued diofe for both players arc cimpaied. If 
holh players have rrriled two or more dice, a similar rtomptirison is made between thi 
second highest dice for each tilaver. The lowest tiicc in each comparison results in ot 


lelender 


difending player isidependent on thf nirmber of 
ider attack. 


No. of defending battalions 

No. of dice thrown by defender 

1 

1 

2 

1 

3 or more 

! or 2 


retreat If successful, the attacker must move battalions equal to the number of dice 
used on the roll (as a minimum), that finally defeated the defending army, into the 
newly conquered territory. Move the pointer to select the territory into which the troops 
are to be moved to. Select one of the reinforcement icons to place your troops. Press the 
X button to action the troop deployment. 

Players can continue to attack into other territories providing they have armies of 
sufficient size, in neighboring or connecting enemy territory, until they decide to end 
the combat phase of their game turn. 

Note: If and when a player successfully conquers an opponent’s last remaining territory, 
the conquering player takes all territory cards from the defeated player. 

STRATEGIC FREE MOVE 


You have the facility to make one free move at the end of the attack phase of your 
pme turn. Battalions can be moved from one territory to any other neighboring 
territory that you own. The effect is to move troops to the front line or bolster 
ijipOrtant borders. To initiate a free move, select the Free Move icon by toggling the 
pjtiOns icons in the top left-hand corner of the screen, then press the X button, 
^xt, sflect the territory you want to move from, and a connecting territory to move 
top. To cancel this move, select the cancel icon. When you have completed youi 


MBye, select the End Turn icon. 


COLLECTING A TERRITORY CARD 
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• To view your cards when you have more than three, select the red arrow 
at the side of the scroU bar. Press the X button to move through the 
cards. To move back, select the arrow on the opposing side of the scroll. 

• Battalions received from trading-in territory cards will be added at your next 
reinforcement phase. 

Note: When you have five or more territory cards, you will be forced to trade. 

To continue, select the troops forward icon. 



WINNING THE GAME 


If you successfully complete your game objective and win the game, you will be 



SAVING AND CONTINUING 

er a game turn you will be given the option to save your gaftjie. : First select the save 

Mways make sure there arc cnoicih free blin ks on your Memory card before 
cormnencing play. A Risk saved game rccjuires two Memory Card blocks. 

Save (lame 

Move the cursor over a free ga®4e slot and press the X butph. Your game will be saved. 


rewarded with the victory scene. If you lose all your territories and are forced out of the 
game, it’s the guillotine for you! 


QUICK START GUIDE TO ULTIMATE RISK 

From the main menu, select ULTIMATE RISK - QUICK START. This will set-up a game 
of Ultimate Risk with a choice of up to either seven computer controlled, or four 
human opponents, or a combination of both. Having made your selection of army, 
and number of opponents, select the advance icon to take you to the summary 
screen. In Ultimate Risk Quick Start, the following options are set-up: 


• World Map • Fixed card sets 

• Domination Risk • Blind Risk off 

• Random territory placement • EasyAI 

• Manual battalion placement • Power-ups ON 



Rebel Difficulty Medium 


Random turn order 


^ome of the different options not mentioned under Classic Risk are explained under 
t^AMEVARIATIONS, later in the manual.) From the game summary screen select the 
plvance icon. * 

CREATING A USER-DEFINED GAME OF ULTIMATE RISK 

Horn jiie main menu, move theipointer over CREATE ULTIMATE GAME and press . 

the#iutton. This will take you into the game options, which will be tailored to the '' 
Ultirji^e game. Like the Classic game, you will bejable to customize your game. The 
-UltiniaTe gaine however offerssome options not aSailableinitheGlassic game, as 














GAME OBJECTIVES 

Capital 

Each player nominates a territory to be his capital. All capitals are in view, unlike in the 
Classic game. To win the game you must conquer all enemy capitals in the game. When 
a player loses his capital he is eliminated from the game and all territories and forces 
become rebel. 

Domination 

The last surviving player wins the game. 

Territorial 

The first person to control 50% of all territories wins the game. 

Power-ups 

Select to play the game with power-ups either on or oft. 

Rebel Difficulty 

With the introduction of reliel forces in(o the game, you can sel Ihe difficulty level of Ihe 
rebels. Choose from Easy, Medium, 1 lard, Dillinill and Exi.)en. 

It inn /fiiii iliiisiii nitiniml hiilhiliiin '.clap, con will tuia the iihilili lopUitc 
(niiriiih tiiiil huts. iinliL in the ( /iissii y.ir/ic'. lot inloiinalion relating to the 
plat enit lit III these. ‘•II lilt\l(lK( t\tt\l. 
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At the beginning ol each gameolTlIliinale Risk, you will be asked to place your capital 
cily. Only one player’s capital city may be placed in any one ten iurrv (.apitals cannot be 
placed in neighliKtwg (tnetny territories or iti dillicult terrain. Once placed, it is 
represented on'the gttme map by a capittil cily icon. Capital cities are heavily fortified. 
Ixrstngcontrol otynur capttal will severeh impede your chances of success. .Vlajcefiieir 


A GAME TURN SEQUENCE 

Each game turn consists of 5 phases: 

• Proposing an alliance 

• Reinforcement 

• Combat 

• Strategic Free Move 

• Collect a Risk Card 

PROPOSING AN ALLIANCE 

At the beginning of your game turn, when the continue icon is showing, you can choose 
to form an alliance with any of the other forces in the game. To propose an alliance first 
;tpg^e through the icons using the LI and R1 buttons until you come to the alliance 
tgpn. Next toggle through the different enemy players until you arrive at the player you 
_:®nt to ally with, then press the X button. Next, select how many game turns the 
'illiance will Iasi for, (hcibsinghclwcenone, tuoand Ihrec. Pre.sslheX hnllon In 
confirm the basis for Ihe cilliance. I he alliance w ill either be accepted or rejecletl. fo exit 
from the tilliance phtise without making an alliance, select the ettneel icon. ()nce mtide, 
alliances Ciin not be broken. .Mliances c;in only be intide between two players. 

REINIOKCLMEM 

As pari ofa game inrn, each player will receive reinforcement tirmies to add to those 
almady in thr' gtiine. Vbu c;in gel reinforcements in seven dilTereni ways; 







Placement of battalions onto the game map 

When playing with the Ultimate Risk rule set, the reinforcement totals for all active 
players are cdculated at the very start of the game turn. Once calculated, all players 
proceed to commit their reinforcements to territories on the game map that are under 
their control. Place your reinforcement battalions in the same way as in the Classic 
game, toggling and selecting from the reinforcement icons. The placement of battalions 
is limited to 20 in normal terrain, and 10 in difficult terrain. 


Buying and placing Generals during the reinforcement phase 
Reinforcement battdions can be traded for Generals. Generals are equivalent in value to 
three battalions and are introduced to the game in the same way as reinforcement 
battalions. To introduce a new General onto the game map first toggle through the 
options until you arrive at the General icon. Then select the territory in which 
you want to place ypur Gei icKil. To place the Genera], press the X button. , 
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Buying and placing forts during the reinforcement phase 

As well as purchasing Generals, forts can also be purchased in the Ultimate game. To 

purchase a fort, first toggle through the options until you arrive at the Buy fort icon. 

Then select the territory in which you want to place your fort. Once placed, three 

battalions will be deducted from your total reinforcements for that game 

turn. Only one fort can be built in each territory. Each player can build a r f 

maximum of five forts. Taking enemy forts can break the five-fort limit. 

Forts cannot be built in mountainous or desert areas, arctic or swamps. 


Benefits efforts 

Forts are introduced into the game with a defense level of 21, therefore battalions 



present in a territory that is protected by a fort can use the fort as a buffer between 
them and any aggressive neighboring force. Any damage inflicted by enemy attacks 
■will be split between the fort and any battalions in the territory, using a weighting 
^stem. Damage to forts can be repaired, in whole or in part, during the 
feinforcement phase at the beginning of each turn. To repair a fort, select 
ifte repair fort icon from the icon options using the LI and R1 liuuons on i|||||||■^ 
’p)ur%3ntroller, then move to the territory where the damaged fori is 
Aiatei and press the X button. Reinforcement battalions can he traded 
tKt a three-for-one basis. Three damaged fort points are repaired for each 
iKiiftwement battalion tradedv During the strategic free move phasic of your turn, yo 
«an daet to demolish a fort at nofcost. You will receive one battalion, liir eveiy fort 
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COMBAT 

In Ultimate Risk the combat system used to decide the outcome of each battle is Tactical 
Cards. As in Classic Risk, troops must always attack from one territory to another 
neighboring or connecting territory by first selecting the territory they are attacking 
from and then selecting the territory they wish to attack. 


USING THE TACTICAL CABDS 


This system moves the battle sequence away from the luck of the dice. After the 



There are seven factors 

1. Card tactics 

2. Size of airily 
Ceiierals presen 

4. I'errain condiiio 


attacking player has selected a territory to attack, the available tactical cards will appear 
in a scroll on the screen. The tactics available will vary depending on the presence and 
skill level of a General. You will have three cards to choose from, or alternatively you can 
select the random card icon from the icon options in the top left-hand side of the 
screen. Use the directional buttons to scroll through the available options. Both the 
attacking and defeiicling|ilayers select a tactical card by selecting it, then pressing the X 
button. 


e the outcome t 
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Surrender 

If you are convinced that you don’t stand a chance in battle, you can f * ? Q 

surrender and your battalion(s) will be captured and placed in the victor’s 

POW camp, to be exchanged at a later date. ti-Z : 

Fight Battle 

Ifyoudecide to fight, you will be asked to select a tactical card in the same ^ 

way as the attacking player. In some battles, your troops, although defeated : 

will not be killed and you will be given the opportunity to retreat into a " 

neighboring or connected territory. If as a result of evacuating a territory, or ^ 
retreating from battle, you’re forced to break the limit in a given territory, the 
excess troops will be disbanded. These surplus battalions will become available to you 
at the reinforcement phase of your next turn. 


(jrHKR ATTACKING RULES 



Attacking into difflcuU lerrain 

®a(^g your army in an attack into difficult terrain or against a territory defended by a 
(^capital will result in all of the Iroojis involved in (he bailie ending (heir 
^olvMhent in this game turn. 1 his is true regardles.s of the result of the battle. Yon will 
Wtteable to lead a subsequent itttack front ibis lerriloi y. or the tei i itory (hai led the 
attack. 

Volnnlary lihiindiinnicnl of a Irrrilory 

If a player chooses to move all lialltilioitsfrom one territory into a iHHi.!llllll 
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Ports don’t just link to one destination. The longer the port is open, the more routes that 
become available, up to a maximum of three. The order in which the routes become 
known are randomly selected. If there is no port built, no routes will be visible. As 
routes become available a line of dots marks the way from the port to the destination. A 
flashing red dot travels in the direction that you can travel. 

POWER-UPS 

Power-ups can give you a great advantage over other players. The different power-ups 


Super Cannon — 

A player may target a territory up to two territories away with a super-cannon. 

The damage inflicted is between 10% to 50% of the troops held in that territory. 
Someone else can capture a super-cannon if they capture the territory. The "■— 

disadvantage is that it can only be used once per game turn. To use the super-cannon, 
first select the territory in which the cannon is located, then select the super-cannon 
icon from the options menu. Next, select the territory to attack. 



are seeded through the map and last for a random number of turns. (If you come across 
a power-up you should use it as quickly as possible, before it expires.) 

Super Fort ^— 

This fort cannot be harmed, but can be captured if the attacking force is large 
enough. It has a value of 30, better than a normal fort but not quite as good as a o I j 
capital. '■ 

Super Troops 

'(This is a territory based power-up. Troops thal belong lo this leritloiy will tight as il' 
tliey were two men. Tor exam(ile, if thiM'e are live men in the tenitoiy then ihi" ■' r * 
attack and defend as if they were len men. .\ny troops tTansferretl in or pul of the 
territory will be all'ecletl. Any troops moved in will havedonlile-vtiltie. bitlictny 
Troops moved out return to their normal strength. 


LOADING A PREVIOUSLY SAVED GAME 

Move the cursor over the game you wish to play. Press the X button. Select OK to start 
the game at the point you last saved it, with the same options and players, or CANCEL to 
quit back to the Memory Card Options, 

^te: Do not remove the memory card during loading, saving or formatting. 

JSING THE SNAP-TO MODE 

■the player is using a normal joypad, the game will default to snap-to mode. This mode, 
i n 1 •• i< 1 11 . Tritory, shows arrows pointing to all the connected territories (with 4 
c'xcepi ions, below). These arrows also indicate to the player which way the directional 
builon can be pushed in order tq get taithose territories, i.e. If an arrow points left to a 
connerted territory pushing leftmn the directional button will niijve the cursor into that 

ll■llllol\ 

Tlu! snap-tomode can be td^il off andon in-game by pressing the L2 button. 
Switching the sn;ip-to off will put thenursorin roaming mode, this.mode allows free 
moveiifcnt around all of the iliap. The arrows can also be toggled on tindoff by pressing 

the i<' hlittoii. 

If the pl.ivei is iis-ng the mouse or an analog controller tliitn the snap-to modeisvill not 
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